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TANGIBLE BONUSES 


Are you a digital-only Nintendo Force fan? If so, you're missing out on lots of great goodies! 
Print subscribers - in addition to getting all of their new issues in physical form, delivered straight 
to their mailboxes - also bring home packed-in extras that ship alongside each new edition. 


You may already know about our double-sided wall posters, which we started including with 
every new issue back in early 2015. For this edition, print subscribers are getting to hang up 
either the full aerial-view map of Pokémon Sun & Moon's new Alola Region, or a handy, quick- 
glance Battle Chart highlighting all the different ways that Pokémon's different monsters and 
their moves can attack one another in combat. (Always go for Super Effective hits!) 


But there's one more bonus included with print copies of this issue: an "Aloha from Alola" 
postcard! Just a fun, physical extra for all of you who've helped us continue to climb in support 
over on Patreon. And there will be more tangible bonuses included in future issues! 


So if you're a digital-only NF Magazine subscriber, consider upping your support to the Print 
or Print + Digital Combo tiers so that you, too, can bring home these kinds of fun extras! 


Patreon.com/NintendoForce 
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SUPER ۴60۱۷6 MEN NOT VERY EFFECTIVE 


Our last issue was all about "fresh coats 
of paint" — or, when game companies 
try to spice up old ideas or characters 
by doing something new with their 
visuals or gameplay. You could make 
the argument that each new mainline 
Pokémon sequel would qualify for just 
such a designation, as each one 15 
always graphically improving on the 
one preceding and tweaking the 
combat and exploration, too. But 
perhaps the easiest fresh coat of paint 
to point out in Pokémon right now are 
Sun & Moon's new Alola Forms, which 
are literally recoloring old Kanto crea- 
tures and giving them new types and 
abilities. We asked you all which Alola 
Form you were digging the most so far, 
which other older monsters should get 
their own Alolan version and also what 
ideas you have for all-new Pokémon. 
Here's what you all had to say! 


| Calor Splash 
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years, I consider Vikavolt to be the 
pinnacle so far. Galvantula's design as a 
Bug/Electric-type was rather under- 
whelming - being essentially just a 
yellow tarantula — so seeing a design 
that pays proper homage to both of its 
parent types is fantastic. It being a 
Bug-type is very obvious, but its angular 
body, energy-filled color scheme and 
jumper cables for mandibles also sell it 
being half-Electric. It's one of the few 
Pokémon so far that | have no problems 
with design-wise. (The others being 
Wishiwashi and Mudsdale.) Since I'll be 
using Litten, it'll serve well as an early- 
game option to handle those pesky 
Water-types! - JAYCE CATHERALL 


1 don't think we have a Pokémon based 
on a bandicoot, so how about that? 
- ALDER613 THE PUYO FAN 


Alolan Form Diglett. What makes it 
special? It's completely above ground. 
You've seen the fan art, right? - SCOTT 
CAMPBELL 

Yes. Yes we have. 


My favorite is Ninetales. Just look at it. 
It's magnificient. It has class, and I'm 
pretty sure it's going to destroy its 
opponents! - ALEXANDRE BEAULAC 
It's certainly back on everyone's 
radar now that it's an Ice/Fairy-type 
in Alola. Dragons beware! 


| think it'd be great to see an Alolan 
Pinsir. Pinsir is my all-time favorite 
Pokémon, and it would be great to see a 
new version. Maybe Alolan Pinsir could 
take after some tropical insects with 
bright colors - or perhaps it could be a 
Bug/Water-type modeled after a water 
beetle and using its claws as rudders! 

- DAVID FLEMING 


How about a Pokémon that would be 
created from the skies! One Pokémon 
manifested from the clouds themselves, 
and taking the shape of a bird! The clas- 
sification would fall under Flying, as 
there's no specific type of creatures 
living in the air without wings (granted, 
that would be a very insightful discov- 
ery). - NANDIN LOPEZ 

You know, as Flying is my favorite 
type, I'm going to go ahead and 
100% agree with this idea. There 
needs to be a pure-Flying Pokémon 
(other than Tornadus, because he's 
a Legendary and just plain 
ugly). 


As much as I love Alolan 
Sandslash for being one of 

my favorite Red & Blue 
Pokémon and a type combo 
I’ve been wanting to see for 


INBOX 


NIGHT & DAY DIFFERENCES 


What's better than an all-new video game? 
Two all-new video games! For over 20 years 
now, the Pokémon series has championed the 
practice of releasing new mainline sequels in 
two different versions. It was an early idea, 
implemented with the brand's very first 
games, and it was a brilliant one: Having a 
game that is both the same as and different 
from the second version purchased by a 
friend inspired the Pokémon fan community 
to flourish, at first just among local groups of 
players, but now on a global scale. 

Of course, splitting the same game into two 
different versions to be released on the same 
day isn't the only way that version differences 
exist within the video game industry. There 
are games that are released on more than one 
hardware platform, and as such have different 
features (or problems) on one system or the 
other. There are games that launch once, then 
get so much added content that they get 
relaunched later on as a new version (often 
with a snazzy new subtitle). There are even 
decades-old games that haven't had any 
content added at all, and yet by virtue of the 
way they're being repackaged or emulated in 
the modern era, they have essentially become 
new versions of themselves. 

You'll find examples of each of these reali- 
ties in the pages ahead, and ۱ hope you like 
flipping through all of them! Though, you may 
have to do some special flipping in order to 
get to the second half of this new issue's 
content... hmm. It's almost like there are two 
versions of NF, each of them fused together! 
How bizarre... 


LUCAS M. THOMAS, EDITOR-IN-CHIEF 
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Slowpoke should definitely get an Alola Form. With 5 
lackadaisical attitude, | can easily imagine one lounging beneath 
an Alolan Exeggutor while wearing a straw hat. The 
Alolan Exeggutor is my favorite so far. A palm tree 
that tall would cast ample shade for everyone to 
enjoy! And considering ferrets like to steal and 
hide various things, | personally think a ferret 
wearing an eye patch and small pirate hat would 
be an interesting Pokémon. I would call it Pirret 

(a portmanteau of "Pirate" and "Ferret") and make 
it a Normal/Fighting-type. - MARY POOL 


DON'T ANGER 


THE OX 


So Ox, the mini NES has people super hyped for 
it, but you can't add on other games or swap 
them. Classics like Castlevania Ill: Dracula’s 
Curse, Little Samson and Zoda's Revenge: 
StarTropics ۱۱ have been left out. What do you 
think of the system, and how could it have been 
improved? - QUENTIN ECK 

1 like it, but before considering what's been 
left out, I’m curious to see if they might 
release an NES Classic Edition 2, with another 
set of 8-bit classics. And personally speaking, 
I'm more irate that we still aren't getting 
Contra before Super C! 

As for swapping or adding more games, I 
think that reaches beyond the target 
audience for this device. Maybe someday 
they'll release something that's halfway 
between this and the Wii: a mini console that 
can only play games from the Nintendo 
eShop, like an iPod mini or something. 
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A new Alola Form should be a sunburnt, shades- 
wearing version of ... Dunsparce! It likes sunbaths 
and has a habit of stealing vacationers’ sunglasses, 
which is easy because its mazelike nest is under the 
beach! - ALEXEY YAKOMAZOV 
Oh, great. The Dunsparce fans are crawling back 
out of their caves. 

Back! Back, I say! Go back into hiding! 


I really like how much they're drawing from Hawaii's 
culture in the new game - everything feels very 
unique. That being said, nothing says Hawaiian to 
me like ham and pineapple ... 50 maybe a new 
Grass-type boar Pokémon? With a prickly yellow 
hide? I'd love to try that on a pizza... - JOHN 
HAMILTON 


The Pokémon I want to have Alola Forms are Ponyta 
and Rapidash. I'd love them to continue the fire-to 
ice-theme! Making blue frost particles instead of fire 
would be amazing. 

Or Slugma and Magcargo. I'd love them to see 
them become pure Rock-types because they 
hardened. - JOSH GAMER 


Of the revealed Pokémon for Sun & Moon, I really 
dig Salandit. It's the first-ever Fire/Poison-type, and 
that sleek bandit mask design on its head is really 
awesome. I hope it evolves too. It's not the friendli- 
est-looking Pokémon released, but it's by far one of 
the coolest! It has a unique ability, Corrosion, which 
lets it poison any type - there's no escaping it! 

- ALEXANDER MORNINGSTAR 


I think it’s time we give Gen ۱۱ some lovin’ — for the 
ultimate twist of fate, let's get a Sudowoodo who is 
actually Grass-type! It can be based on another type 
of tree - maybe a desert one so it looks rocky to add 
more irony to its existence? That'd be great! 

- TANNER *GOODBYE18000" BACHNICK 

That Sudowoodo would have an identity crisis! 


| like it when they attach traits of Greek or Egyptian 
mythology to Legendary Pokémon, so maybe an 
Anansi Pokémon? Spider-like, but with more trick- 
ster or sinister characteristics than Ariados or 
Galvantula. - ROBERT JOHNSON 


I would say either a real-life creature or one based 
off Greek Mythology like Minotaurs, Hydras or even 
Cerberus would be pretty amazing, but imagine a 
Pokémon that's like a Chimaera creature composed 
of different body parts! - BRANDON MARQUEZ 
No imagination needed! You called this idea per- 
fectly, Brandon, because the mysterious Type: 
Null is exactly that kind of Frankenstein-like 
beast. Check it out on Page 41м! 

A Minotaur Pokémon would be seriously killer 
— "т picturing a huge, beefy Fighting-type bull 
man with serious punching power. (Also, I didn't 
mean to make a cow pun just now with "beefy," 
but there it is.) 


I really have to wonder why some mythical creatures 
haven't been touched yet. From a Pegasus to a 
Minotaur. But what I really want to see is a Pokémon 
based on a Chimaera! - ROREL 

Great minds think alike! Lots of you suggested 
diving into mythology for inspiration! 


My favorite Alola Form is Exeggutor because it looks 
so derpy and creative and it kinda finishes the tree 
form. Now Exeggutor is a full-grown tree! It also fits 
the tropical approach that Pokémon Sun & Moon are 
going for! - IAN DURAN 


The top Alola Form I would like to see is a Dragon/ 
Fairy Dragonite, since Dragonite looks like a dragon 
from a fairy tale to me. (However, it appears that 
this Dragonite form will not happen because the tra- 
ditional Dragonite was shown in a recent trailer.) My 
second choice would be a Psychic/Electric Kadabra/ 
Alakazam with "Force Lighting." - ERIC SMITH 


Since the announcement of Sun & Moon's existence earlier this year, the 
artists of the greater Pokémon fandom have been hard at work giving 
life to the new Alola Region. Here are some of our favorite pieces! 


E ۴ Pr E L 
- TATANRG - GREEDFORGREEN 


- RENEPOLUMORFOUS 


6. ISSUE #24: THE VERSION INVERSION 


7; 


- TSAOSHIN 


-SIOTERU 


THE PLAYER'S POLL 


This time around, congratulations are in order for Mary Pool, whose name got 
picked out of the hat to be the winner of her choice of Pokémon Sun or Moon. 
Answer the questions below to fuel our next issue's Inbox, and you could win next! 


QUESTION #3 


Finally, The Legend of Zelda: 
Breath of the Wild will mark 
the transition between two 
eras. Which version will you 
play: the Wii U swansong, or 
the Switch launch title? 


QUESTION 42 


With the Switch release 
coming up in March, the era 
of the Wii U is coming to an 

end. What's been your 

favorite game or favorite 
memory of playing Wii U? 


QUESTION 71 


The Nintendo NX has finally 
been revealed and given its 
final name: Nintendo Switch! 
What did you think of the 
reveal? The name? Anything 
about it. Let us know! 


Send your answers to PlayersPoll@NFMagazine.com with the subject line 
"Player's Poll for Issue 424" - this time, one reader whose answers are picked for 
print will win The Legend of Zelda: Breath of the Wild (on Wii U or Switch)! 


We're still just getting started. The 
Switch can support two players simul- 
taneously, with you holding on to one 
Joy-Con and passing the other to a 
friend. It can link wirelessly with other 
Switch consoles in close proximity to 
create multi-screen multiplayer expe- 
riences, like an easier-to-set-up-than- 
ever LAN party. It has a kickstand on 
the back, so you can set it up ona 
table or even the seat back tray in 
front of you on a long flight, so you 
don't have to hold the whole unit in 
your hands the whole time! But, of 
course, you can do that too if you 
prefer. Switch is a truly appropriate 
name. The options are vast and varied. 


But that's just the beginning! Also 
as you can see above, the two sides of 
the Switch can slide off the central 
unit, becoming what Nintendo's calling 
the Joy-Con controller pair. So you 
slide the Switch into its Dock, then 
separate the controller parts and 
carry them back to the couch with you 
to continue being able to play your 
games. 

The Joy-Cons can be used in a way 
similar to the Wii Remote + Nunchuk 
configuration of the Wii era: one in 
your left hand and the other in your 
right. Or, if you prefer, there's a Joy- 
Con Grip that both can slide into, to 
create a more traditional controller. 


the Nintendo Switch! They kept us waiting for this one, but now we're ready to make the switch! 


hybrid machine that is first and 
foremost a home system, but can also 
be taken out of the living room - and 
out of the home entirely - to function 
as a portable platform anywhere. The 
Switch achieves this ability to, well, 
switch between home and away by 
housing all of the console's core com- 
ponents within the central, screen- 
equipped, tablet-like unit you see 
above. When you're taking it on the 
go, that screen is your window into the 
action of the game you're playing. But 
when you're at home, you slot the 
whole unit down into the Switch Dock: 
a combination charging cradle and TV 
out-enabling central command center. 


SWITCHING THEIR Focus 


With Wii U winding down, Nintendo's finally revealed their next home console (and portable): 


AFTER MONTHS OF maddening 
silence, every kind of off-the-wall 
rumor or "leak" you can imagine 
running throughout the Nintendo fan 
community and more than a few of 
those fans quite possibly losing their 
minds at not knowing for sure just 
what in the world Nintendo's mysteri- 
ous "NX" was going to actually be, the 
wait is over at last. Nintendo's next 
home console, codenamed NX for the 
longest time, now has its official 
name: Switch. 

Not all of the wild speculation of 
the past year was fruitless, as it turns 
out that the Nintendo Switch is just 
what many expected it would be: a 
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Joy-Con" (R) 


Time to get hyped, 
Nintendo faithful! The 
Switch is exactly what 
Nintendo should have 
made next. And they 
actually did it, instead 

of making some new 
machine with a knee- 
powered controller or 
something else crazy! 


- LUCAS 


Nintendo's home consoles haven't 
run games off carts since the N64! 
And take a look just above, too: the 
Switch Pro Controller is taking us back 
to a time before screen-equipped 
GamePads and TV remote-like white 
wands. Yes, for as new and innovative 
as many of its ideas are, it seems like 
the Switch is also going to be the most 
traditional gaming console from the 
Big N in a long, long time. 

We'll have much, much more to 
report about the new Nintendo Switch 
in the months to come, and it won't be 
long before it's on sale! March 2017 is 
when the Switch will hit store shelves. 


just with the default set of equipment, though, that it's mind-boggling! 

And you just know it's not going to stop at just these. Oh no. Different 
colors of Joy-Cons will pop up in the future. Joy-Cons with entirely different 
button configurations, built for specific games? I can see that happening 
easily. Different styles of Grips sold by aftermarket third parties like Mad Catz 
and HORI? No doubt. Get ready for lots of switching and swapping, friends! 


GameCard 


Nintendo Switch" Pro Bontroller 


In the past, hardware transitions 
have been more fluid - the Wii was 
backwards-compatible with GameCube 
games, and the Wii U could run Wii 
discs with no trouble at all. The Switch 
won't continue that tradition, though - 
because the emphasis on double- 
screen gaming is being left behind, so 
too will the Wii U library stay behind 
on Wii U. (Well, mostly. It looks like 
there may be some exceptions that 
we'll get into in the Previews section 
ahead.) Also making it tough to stay 
compatible with the recent past? No 
disc drive on the Switch. It's going 
back to cartridges! 


THE SWITCHABLE, SWAPPABLE FUTURE OF NINTENDO 


Strong rumors originally suggested 
that Nintendo wouldn't make fans wait 
quite so long to get a first look at the 
Switch – we'd planned on seeing the 
reveal happen in September. The 
company ultimately decided to wait 
until October 20, though, putting the 
unveiling two weeks after the launch 
of Paper Mario: Color Splash - the last 
big Wii U-exclusive release from 
Nintendo. Sure, there's still Breath of 
the Wild ahead on the horizon for Wii 
U fans, but it's also coming to Switch 
as (we assume) a launch title. So the 
spotlight on Wii U really is dimmed, as 
of right now. 


Which way will you prefer to play? You've got options. 


SEEN HERE IS what we expect to be the standard contents of the Switch 
box at launch: the system itself, the Switch Dock, the two Joy-Con controllers 
and the Joy-Con Grip. (The Pro Controller will almost certainly only be sold 
separately.) There are so many different configurations of control and locale 
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THE NEXT GENERATION Or POKE-PLUSH 


The choice is yours, both in the games and in the real world: Rowlet, Litten or Popplio? 


GENERATION VII OF the Pokémon series is upon able in Japan (starting November 25). Each of these tagged for global distribution, it may behoove you to 
us, and that means that a new flood of Pokémon mer- stands around nine inches tall, and most import save some money by not importing now, especially if 
chandise featuring old and new Pocket Monsters is shops have the trio at $15 each. you plan to collect other Sun & Moon merch! You can 
also upon us... and our wallets. The first wave of While no Western release has been announced, bet that all the popular Pocket Monsters' Alola Forms 
this flood has been announced already, and that's a the starters will likely find their way to retailers here will get plushified, and even have many other forms 
set of three plushes presenting our starting Pokémon in some form or another - whether they're the exact or merchandise to choose from. 

for Pokémon Sun & Moon. The bulbous Rowlet, the same as these plushes or not. Considering each | just can't wait to see if they'll attempt to make 
disgruntled Litten and the playful Popplio form the previous set of starters has the new Alolan Exeggutor into a plush! 

first set of new plushes. Banpresto is releasing them received Western-release 


in "limited quantities," and so far they're only avail- plushes, often simply re- 


Z-MOVE, ACTIVATE! 


Pokémon Sun & Moon's new battle technique connects 
to the real world. Will you become a Z-Ring master? 


THE POKÉMON SERIES has a history of releasing curious and interactive 
accessories with its games, and Pokémon Sun & Moon will have one as 
well. The creators at toy company Tomy, who have followed Pokémon 
for years and supported the brand with all sorts of merchandise, 
have crafted a Z-Ring toy that will react to the game while 
you play. When you activate a Z-Move (a powerful, 
screen-filling new attack created for this set of 

titles) in the game, the Z-Ring toy worn on 

your arm will start to vibrate, light up " 
and make noise coinciding with the 

attack. Three crystals come with each 

Z-Ring, and others can be purchased 

separately. The different crystals will ` 
activate different patterns of light, 
vibrations and sounds depending on 

the arrangement and color of the 
crystals. Each Z-Ring will also come with 
alittle Pikachu figure and retail at $29.99, 
and will also require two AAA batteries. A 
pack of nine extra Z-Crystals retails at $19.99, 

while a three-pack is around $6.99. In order for b 
them to work, you need to pair the Z-Ring to the ` 
3DS running the game and have the correct Z-Crystal 

in the Z-Ring during the in-game attack. It isn't required to 
play the game, nor does it give any in-game advantages - it's 
simply a fun accessory! The Z-Ring will release on November 23. 
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for the largest collection of Nintendo memorabilia on Earth. For more cool 
collectibles and information on how to order from import shops, visit his site, U P D | E 


The Video Game Memorabilia Museum, at videogamemm.com 


HEY NINTENDO! WHERE are Cloud, Corrin and 
Bayonetta? We just recently got a blurry peek at an in- 
progress version of Bayonetta's amiibo thanks to Platinum 
Games' Yusuke Hashimoto, but there was no other info 
given. Alas, the wait continues. But while we're all aching 
to complete our Super Smash Bros. amiibo collection, 
Nintendo has announced a bunch of new figures in other 
amiibo lines. 

Set for a November 4 release is the new set of Super 
Mario amiibo, featuring new poses for Wario, Rosalina, 
Donkey Kong and Diddy Kong, and amiibo debuts for fan 
favorites Waluigi, Princess Daisy and Boo (whose figure 
will glow in the dark). 

Next we have a set of amiibo celebrating the 30th anni- 
versary of The Legend of Zelda. For Mario's 30th, he got 
an amiibo that took his 8-bit 2D sprite and made її 3D. 
Link will get the same treatment with a new 8-bit Link 
amiibo, along with an Ocarina of Time Link that shows him 
playing that game's titular instrument. Toon Link will also 
get a new, non-Smash-series figure that will be packaged 
along with Toon Zelda, both posed from promotional art 


made for 2013's The Wind Waker HD. All of these Zelda 
A LEG E N DARY N EW 3 DS X L series amiibo will work in some way with Breath of the 
Wild — but you won't have to wait until that game's launch 


next year to get them, as they'll debut on December 2. 
There are also Monster Hunter Stories amiibo coming 


ON OCTOBER 28 (or November 18 in the UK), Nintendo will release a Special Edition New soon, but only to Japan (for now). If the game gets a local- 
Nintendo 3DS XL featuring Solgaleo and Lunala from Pokémon Sun 8. Moon. The all-black ization confirmation, the amiibo may follow — but no 
handheld is adorned with minimalistic art featuring the two Legendary monsters on the top, and announcements have been made yet. Figures depicting 
also shows filled-in outlines on the bottom. You'd think that instead of releasing it early, they'd both male and female avatars sitting atop Stories' unique 
wait and release it with the games pre-downloaded onto the system - but no such luck. It likely One-Eyed Rathalos, as well as Nabiru, your Felyne 
would have been too much to have a Special Edition for both games as well. Right? Oh no, now sidekick, will release with the game. A second set of 


| want to see a Solgaleo-only Sun version 305 and a Lunala-only Moon edition too... amiibo will release "later," and feature Cheval riding a 
Rathian, Ayuria on a Barioth and Dan on Qurupeco. 


Saving the best announcement for last, a Yarn Poochy 
amiibo is coming, and it's about the cutest thing imagin- 
able! It'll be bundled with the 3DS re-release of Yoshi's 
Woolly World in February 2017. In the game, Poochy pups 
will help you find secrets, there are new Poochy-based 
levels and even stop-motion Poochy short films to watch! 


Sun & Moon’s cover stars clash on this slick Special Edition system. 


PIKACHU ON THE DARK SIDE 


Pokémon's mascot celebrates 20 years of evil organizations. 


THESE SIX NEW plushes from the PokéCenter feature Pikachus that have defected 
to six evil teams in the Pokémon world. Teams Rocket, Magma, Aqua, Galactic, 

Plasma and Flare are all represented, each with excessively cute designs. At around 
$30 each, these plushes debuted in early October. Along with the plushes, there are 
shirts and pins to go along with the promo at PokéCenters. Which team's your pick? NOVEMBER/DECEMBER 2016 1 1; 
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THIRD PARTIES АВЕ SWITCHED ОМ 
Some unexpected allies will help to launch the Switch. 


THIRD-PARTY SUPPORT for Nintendo's home consoles has not been very impressive 
for a long, long time — you'd probably have to turn the clock all the way back to the SNES 
era to get to a point when support was really at its best! But, with cautious optimism, it's 
looking like the Switch might finally be the system that gets all those prodigal sons to 
come back home. 

Nintendo didn't put out a lot of extra PR or detailed info alongside the Switch's debut 
trailer on October 20, but one prominent piece of info the company made sure to share 
immediately was the graphic you see above: a huge array of corporate logos meant to 
represent only "a sampling" of the studios helping to populate the Switch game library. 
The usual suspects are all there, of course — no one's surprised by a Sega or a Bandai 
Namco. But in the mix are a few names that haven't really ever been connected to the 
Big N! Staple studios of the PlayStation and Xbox brands are here, like From Software, 
most notable for Bloodborne and the Dark Souls series; Take-Two Interactive, in charge 
of the Grand Theft Auto, Red Dead Redemption and NBA 2K brands (and we even caught 
a glimpse of NBA 2K17 in the Switch trailer); and Square Enix, who might only be on 
board for things like Dragon Quest XI that was announced a while back, but you have to 
think that they're weighing their options and considering bringing the Final Fantasy 
brand back to where it was born. 

We'll hold off on doing an embarrassing happy dance for now, because support at 
launch doesn't always mean long-term support. But still, that's quite a list of companies! 


Bethesda being in the mix is another big, big deal. Like many 
Nintendo gamers, | missed playing Skyrim їп Now it 
might come to Switch! (More on that later on!) - LUCAS 


| Ix Unyeah... 
۱7 | can ۷۸2 both Sun & 


m Moon simultaneously. 


DETECTIVE PIKACHU: 
THE MOVIE! Herdbeiled chu. 


THE RAMIFICATIONS OF the massive, unprecedented success 
of Pokemon GO may well take years to see fully, but one of the 
most immediate impacts the game has had is finally greasing the 
wheels in Hollywood to get a live-action Pokémon film greenlit. 
Legendary Pictures emerged victorious after a bid war for the 
rights to the brand, but interestingly, they’ve optioned a very 
specific game within the greater franchise: Great Detective 
Pikachu. 

You might remember it from our coverage back in Issue #20, 
but if not, here’s the gist: Great Detective Pikachu is a narrative- 
driven crime scene investigation game starring a version of the 
popular Electric-type mascot who can speak like humans do. It 
began development back in 2013 and went on sale in Japan earlier 
this year, but it still hasn’t been localized for any other countries. 
Maybe that'll change now? After all, it would be mighty weird 
for us to get to go watch a Detective Pikachu movie and not get to 
play the game it’s based on. 

And if you're worried about the quality of the film now in pro- 
duction, don’t - Legendary has pulled in the writers of Marvel's 
Guardians of the Galaxy and Nickelodeon's Gravity Falls to breathe 
ife into the script. And given that résumé, we can probably expect 
a heaping helping of humor from this private eye! (Cross your 
fingers now that Danny DeVito's available for 
voiceover work.) 


ua - < 


Yeah! 


Sun & Moon are nearly 


here! l'm super hyped! 
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& DLC! 


Upcoming add-on content. 


WE'VE LEARNED A bit more about the upcoming 
DLC update that will expand Animal Crossing: New 
Leaf three and a half years after its debut. Now given 
the subtitle "Welcome amiibo," the update will be 
accompanied by a retail re-issue that highlights the 
added NFC compatibility and includes a new kind of 
Animal Crossing card with a new RV-owning neighbor! 


1 
12 


SHOVEL 
KNIGHT 


Sp t of ۲ 


ALSO NEWLY REVEALED in the realm 
of upcoming downloadable content is 
Shovel Knight's third campaign. This time 
it's Specter Knight who'll be leaping into. 
action, wielding his massive scythe and 
even running up walls in his quest 
through the game's single-player stages! 
Yacht Club's promised a Spring 2017 


arrival for this fresh content — which will 
again be totally free - and the King Knight 
campaign, Body Swap and Battle Mode 
are all promised for 2017, too. 
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GAME FORECAST 


A quick look atthe biggest games coming in the months ahead. 


THE EMBARRASSING BOXART that simply re-used promo 
art from a SpaghettiOs can has, thankfully, been replaced after 
all. Mario Party: Star Rush gets its own unique artwork and a 
bold red case to draw eyes to its position on retail shelves 
starting November 4. And, even better, this is the best new 
Mario Party game in years! You can read all about it in our full 
review, over on Page 17m (on the Moon side of the magazine). 


GET READY TO rush to grab this tiny little NES, 
because Nintendo's set it up to be one of the most 
sought-after items of the holiday season (thanks to 
the fact that pre-orders never went live for many 
popular online retailers). November 11 will be when 
the race begins, and you can see if you want to run 
for one yourself by reading our Page 305 preview! 


THE COVER STARS for both sides of this edition of NF, 
Pokémon Sun and Pokémon Moon will begin their battle for 
Trainers' attention on store shelves on November 18. Which 
version of the two will you pick? Or perhaps you'll play one first, 
and then jump into the other for a second playthrough, to see 
the version differences up close and personal, with your own 
two eyes? Don't miss the massive preview feature ahead! 


BARRING ANY OTHER latebreaking surprises, it 

looks like Super Mario Maker's recently announced S U P E R 

3DS version will be Nintendo's final retail product 

to launch in 2016. December 2 will be its date, and M A R | 0 М A K E R 
we'll help you decide if a double-dip is right for you FOR NINTENDO 
in our first look on Page 32s. Then we'll put it 

through its paces for a full review next time! 


ALSO SET FOR a December debut is the Mario game that was, 
perhaps, inevitable to eventually be made: Super Mario Run. It's 
bound for mobile phones, and will surely be the most-played 
new Nintendo title of the 2016 holiday season, if only because 
it's a free-to-play title (and tens of millions of people own iPads 
and iPhones). No specific date in December is set as we send 
this issue out the door, but hopefully it drops before Christmas! 


FINALLY, NINTENDO'S BEEN kind enough to 


give a firm release date to one game set to launch ۳ 

їп the 2017 calendar year: the new 305 version of ^ oo CHY, 9 Suis oad 
Yoshi’s Woolly World, which will flutter jump its way < DX Ф? m 
into the eShop and brick-and-mortars on February A д 


3. We take a first look at this one on Page 325 as 
well, so flutter jump yourself that way. 


We've known for a while that Nintendo is basically 
conceding this holiday season in order to store up more 
product launches for 2017, but l'm not too upset with 
how things are looking. The mini NES, Super Mario 
Run and Sun & Moon will all be huge hits! - LUCAS 


Why would we have been? Certainly 
there would be no Nintendo news 
coming out of an Apple event! But the 
lightning speed of Twitter got my eyes 
redirected in time to watch Mario's 
creator debut Mario's next chapter to 
the world. 

If the announcement came as a 
total surprise, the game itself certainly 
isn't one. Super Mario Run is just what 
you'd think it would be from its name, 
and if you've got any familiarity with 
the mobile runner genre, you probably 
could have drawn up the design docu- 
ments for this one yourself. Mario 
auto-runs through traditional right-to- 
left Mushroom Kingdom levels, and 
you tap when you want him to jump. 


was the insane, out-of-nowhere viral 
success of Pokémon GO, which wasn't 
entirely Nintendo's project, but people 
didn't seem to know that (seeing as 
how Nintendo's share prices spiked up 
immediately after its launch, giving 
the company something like a billion 
extra dollars overnight). 

Now, though, we're getting into the 


territory we knew we'd end up in even- 


tually: Nintendo taking their estab- 
lished IPs and existing game designs 
and making mobile versions of them. 
First up is the newly announced 
Super Mario Run. The "newly 
announced" part came as quite a 
surprise — Shigeru Miyamoto, with no 
advance warning, showed up on stage 
at Apple's annual iPhone event on 
September 7 and said that he was 
going to make a game announcement. 
Nintendo journalists like yours truly 
weren't even watching the stream! 


MOBILE MARIO! 


begins the translation of Nintendo's 
established game designs into all-new mobile versions. 


every actual good game ever made, a 
whole slew of gambling "games," 
utterly inane apps meant for kids, 
totally unintelligible gobbledygook 
and more maddeningly horrid wares, 
all just thrown against the wall in 
hopes that someone, someday, will 
come up with the next viral crazy like 
Flappy Bird. 

(Oh, and there are still new Flappy 
Bird clones hitting the App Store every 
single day.) 

So disgusted was I by this garbage 
dump of gaming that I’ve been wading 
through it for years, intentionally — 
I've been doing App Store Updates for 
IGN since just after buying that first 
iPhone for myself half a decade ago. 
Maybe you've seen them? The daily 
articles have faded away, but the 
feature still lives on through email 
alerts sent out that highlight actual 
worthwhile apps every weekday. 

But | digress. 

It is into this mostly wretched eco- 
system of mostly terrible mobile apps 
that Nintendo now boldly wades. 
We've been following the company’s 
transition into mobile development for 
a while now, and Miitomo, released a 
few months ago, was their first big 
launch into the App Store. Then there 


| WASN'T AN iPhone fan at first. 

For years after Apple introduced 
their revolutionary smartphone, | held 
back. | was a bit jealous of my early- 
adopting friends, as the interface on 
even the earliest models was unques- 
tionably slick - but I didn't need one. 
My normal "dumb" phone did every- 
thing | needed it to do. Nokia had my 
loyalty. 

An even when | finally did take the 
plunge and jump into iPhone owner- 
ship in 2011, it was only because | 
wanted to have easy access toa 
camera in my pocket at all times — 
because my wife and | were about to 
have our first baby, and it seemed like 
a season of life when I'd be wanting to 
snap a lot of photos. (It was.) | never 
did much of anything else with it - just 
calling, texting and picture-taking. 

Certainly not much gaming. 

Mobile gaming's never impressed 
me all that much. There are a few true 
standout designs to be found in the 
App Store, but by and large Apple's 
Wild West of a digital marketplace is 
full of nothing but pure, unfiltered 
trash. Just do a search for most- 
recently added apps on any given day. 
Go ahead. | guarantee you'll find an 
avalanche of cheap knock-offs of 
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And that's pretty much її! Nintendo 
is marketing it as "a new kind of Mario 
game that you can play with one 
hand." And it is that - holding your 
phone vertically in just your dominant 
hand and tapping the lower third of 
the screen with your thumb as needed 
is all you need to do to get Mario to 
hop and bop his way to saving the 
Princess this time. 

The one-touch input method 
remains constant, but the number of 
actions you can cause Mario to take 
thankfully increases as you get a little 
bit further into the game. Mario 
retains his ability to jump off walls, for 
example, so there will be moments 
when his constant horizontal motion is 
arrested and you'll have to use proper 
timing to tap-tap-tap him up a pair of 
parallel vertical surfaces. 

He can also turn around and dash 
back to the left on occasion. Not at will 
- you've still got no direct control over 
his running — but if you come across 
special direction-reversing blocks, 
he'll turn back around the way he 
came and you can jump up on over- 
hanging platforms you just ran under 
a moment earlier. 

Hand-over-hand grappling is also 
newly added as an action for our hero. 
At least, I think that's an all-new thing 
for Mario - it's been in other Nintendo 
series like Metroid, but has Mario ever 
grasped horizontal ladders on ceilings 
before? I struggle to recall a prior 
instance. Let's say it's new. 

Finally, Nintendo's debut trailer for 
the game showed Mario handplanting 
on and rolling over enemies on the 
ground, avoiding being bitten by them 
but also not bopping them out of exis- 
tence. That's new too, and it's unclear 
if it's an automatic action or some- 
thing that will require properly timed 
Screen taps. 

Well, we'll find out soon enough! 
Super Mario Run is scheduled to be 
launched in Apple's App Store at some 
point in December, which is only a few 
weeks away as we send this issue to 
press. Depending on when in the 
month of December it actually drops, 
we may be able to bring you a review 
next time! 

But this isn't the sort of game that 
you'll need to get our opinion on first 
before trying it out yourself, because 
of one last key component: it's free- 
to-play. There will be some elements 
of it that are locked behind a paywall, 
certainly, but anyone who owns an 
iPhone or iPad will be able to 
download it for free! (And sorry if, like 
pre-2011 me, you aren't an Apple fan 
yet. The Android version will come out 
early next year.) - LUCAS 
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MEET THE TANK TROOPERS 


and the closest past equivalent would probably be the 
Battalion Wars titles on GameCube and Wii (and the 
most recent of those launched nine years ago now, so 
it's been a while). 

Even if the foundational idea of driving a tank 
around and shooting at other tanks has been done for 
decades, Tank Troopers' unique characters should 
help this particular take on the genre stand out. The 
titular Troopers are a rowdy bunch of colorful com- 
manders with their own special abilities. Not unlike 
Mega Man's Robot Masters or some Pokémon, you 
can make a good guess at their individual schticks 
just from taking a look at them. 

The icicle-haired guy in head-to-toe winter 
weather gear and a breathing mask? He's got the 
power to freeze his foes, no doubt. The nurse right 
next to him? A healing power, for sure. The short, 
pudgy take on Magnet Man lurking up in the top- 
center of that group shot? He'll certainly have the 
ability to either repel or attract enemy units, to draw 
them into his firing range or keep them far enough 
away that their shells can't reach his position. 

There's even a splash of Splatoon in the mix 
thanks to the one wearing warpaint - choose her to 
be able to obscure your foes' view with a paintgun! 

Tank Troopers looks promising, and is even more 
enticing thanks to the fact that it's promised to have 
Download Play and support up to six players locally 
at once. So if you've got 3DS-owning friends, you'll 
only need to buy one copy to get your battle on! Our 
full review will be rolling your way soon. - LUCAS 


Rolling into the 3DS eShop soon! 


SNEAK ATTACK! IT'S an all-new original IP from 
Nintendo, launching an assault on the 3DS eShop 
seemingly out of nowhere. Tank Troopers was just 
announced on September 1, and it's scheduled to go 
on sale before the end of 2016. That's a pretty quick 
turnaround, and not too long for us to wrap our 
heads around this all-new brand before we'll be 
thrust out onto the battlefields of the final release! 


Tank Troopers is a comical, cartoony wargame that 
casts you as the commander of your very own heavily 


armored fighting vehicle. Tank-on-tank warfare is 
nothing new in the greater history of the video game 
industry, as you could turn the clock all the way back 
to 1980's arcade hit from Atari, Battlezone, to see 
that gamers have been enamored with blowing up 
rival tanks for the better part of four decades now. 


But Nintendo's own history with tanks is more limited, 
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BUDDY SYSTEM 


Pick a pal for strolls in Pokémon GO! 


THE FIRST MONTH and change of Pokémon GO 
started off red hot, then cooled off considerably 
as Niantic Labs made changes that, in my eyes, 
made the entire experience less fun. Tracking is 
still hopelessly limited outside of test markets, 
but a couple of new updates and tweaks have 
started to make Pokémon GO a more enticing 
experience again. 

First up is the hardware addition: the Pokémon 
GO Plus. As we've reported in the past, this little 
device can clip onto your belt or attach to an 
included wristband so you can connect it to your 
phone via Bluetooth and play the game with it 
running in the background. The GO Plus can do a 
few things. First, it can track your walking to 
hatch eggs, which is excellent. It can also catch 
Pokémon and use PokéStops as you walk by 
them. You have to interact with the device to do 
so, but it's handy to farm creatures and items. 
The only downside is that it only uses Poké Balls 
for capturing, meaning your Great Balls and Ultra 
Balls can still only be used in the app proper. 
Some connection issues mar the GO Plus on 
Android platforms, but in my personal experience 
on the Nexus 5, the issues are intermittent. 

The Buddy system is another pleasant tweak, 
as you can select one Pokémon to walk with you, 
earning a piece of candy for that Pokémon for 
every several kilometers you walk. It's the most 
fun addition since launch, and especially so when 
you see small pals like Pikachu hop up on your 
virtual Trainer's shoulder. Training in gyms has 
also improved - you can now train with your 
whole team and in some cases, the CP value 
might lower for your skill level. 

Pokémon GO still needs more fine-tuning, but 
these latest steps are making it better. - NEAL 
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а natural evolution of the platformer 


formula to a full-on adventure format. 


It also seems like a perfect fit for 
Nintendo platforms, and as far as Wii 
U-centric features go, the world map 
will be available on the GamePad, and 
Off-TV Play (something that's not 
guaranteed these days) is supported. 
That's more than good enough for 
what amounts to an indie eShop 
release. 

Most recently Rain Games has said 
that World to the West will end up on 
"other platforms," hinting at a 
possible Nintendo Switch release, 
while at the same time denying a 
possible 3DS version. At the time of 
this writing (just shortly after the 
Switch reveal) Rain Games hasn't 
immediately come out and confirmed 
anything – but it would be pretty 
snazzy to get a physical World to the 
West cartridge that can be taken off- 
site with the Switch's portability! 

World to the West is slated for an 
early 2017 release. - CHRIS 
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plant that sprouts into a helicopter to 
escape. Miss Teri even has a hookshot 
grapple! After watching the debut 
teaser it's tough to not fall in love with 
the catchy whistled main theme and 
the art style. Everything looks so clean 
and vibrant - even the darker under- 
ground areas - and the summits 
remind me of Death Mountain and Mt. 
Moon in all the best ways. 

There are a few concerning 
elements, though, based on what 
we've seen so far. It's early yet, but 
I’ve only noticed a handful of enemy 
types, which is hopefully something 
that opens up as time goes on. The 
pacifism mechanic, which sounds 
interesting in theory (where you can 
convince your enemies to not fight 
you), also isn't very fleshed out yet, 
and there seems to be a lot of arena 
areas where you're basically forced to 
fight anyway. 

Still, that's relatively small-time 
stuff, as World to the West seems like 
a fantastic follow-up to Teslagrad, and 


WESTWARD Но! 


The tale of Teslagrad continues in А 


ter who dons а Link-like green cap to 
cover his blonde hair. He's just one of 
four different heroes, though, each 
with their own unique powers — from 
Lumina's Teslamancy (a nice tie-in to 
Teslagrad, with a style similar to that 
of a traditional magic user), to Lord 
Clonington's strongman ruggedness 
(he punches through boulders), to 
"mind-bending" abilities from Miss 
Teri (who has an adorable Rabite- 
looking companion), to the aforemen- 
tioned mining-themed Knaus. 

A "seamless transition" between 
action and puzzles is promised — 
something the Zelda series does quite 
well — and is looking promising so far. 
In the footage we've seen there are 
scenes in which a player is running 
away from an enemy, only to grab a 


TESLAGRAD SNUCK UP on a lot of 
people. For the relatively small 
Norwegian developer Rain Games, it 
was a feat that they got it on so many 
platforms. What started off as a mere 
2013 Steam edition became a 2014 Wii 
U eShop, 2015 PSN and 2016 Xbox One 
release. They worked for nearly three 
years to allow access for everyone 
(which paid off, as they've reported 
1.6 million copies sold across all plat- 
forms), and now they've finally moved 
on to their second project: World to 
the West. 

This time, Wii U support was con- 
firmed almost right out of the gate, so 
you won't need to wait over a year to 
play it. It’s appropriate, too, as it has a 
markedly Zelda feel to it, especially 
Knaus the orphan, a younger charac- 
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It's been a long time since you and | teamed 
up like this! This is going to be fun! 


in the story. The same can't be said 
of certain other returning charac- 
ters: They're either playing second 
fiddle (Simon Blackquill) or are 
reduced to cameo appearances 
(Pearl Fey). The exceptions are Trucy 
Wright, who gets to finally shine 
after being pushed backstage in Dual 
Destinies, and Ema Skye, who 
returns as a forensics specialist. 

| felt the only major drawback to 
the game as a whole was the length 
of Case 5, which included two 
complete investigations and trials — 
along with a metric ton of backstory 
for many of the major players. While 
it makes for a thrilling conclusion, it 
could have been split into two parts 
without detracting anything from the 
experience. Finally, there are 
numerous errors in the text (mostly 
missing two-letter words), but that's 
not as extensive a problem as it was 
in Dual Destinies. 

Spirit of Justice recaptures the 
true spirit of the Ace Attorney series 
to deliver a story both triumphant 
and heart-wrenching. It has some- 
thing to please franchise fans from 
any era, and makes you feel like a 
champion of justice! - REBECCA 


Devotion and Trucy's magic show 
outshine the traditionally animated 
2D cutscenes that are also in the 
game, and Nahyuta's billowing cloak 
flutters around him like a halo. 
There's even great attention to detail 
in some of the more static back- 
grounds, like dust motes dancing in 
the air. Camera angle transitions in 
the investigation portion are 
seamless, but rotating and manipu- 
lating evidence during fingerprint 
dusting was sometimes jerky – there 
were times when I'd turn the 
evidence in one direction only to see 
it "snap" into another position. (At 
least the interface added a button to 
blow the excess powder away - no 
more lightheadedness from breath- 
ing into your 3DS mic!) 

Overall, the best part of Spirit of 
Justice was the return of Maya Fey to 
the fold. She's a full-fledged spirit 
medium, but still the same burger/ 
noodle and Steel Samurai lover that 
assisted Phoenix years ago. Of 
course, since the sky is blue and 
water is wet, she gets put on trial for 
murder, but that's not her only role 


Wake the Dead 


Considering that you'll have to 
find contradictions within the 
segments of the visual presentation 
based on Rayfa's analyses, it was a 
little tricky for me to fully under- 
stand, but the clues given to me by 
Phoenix were helpful, without being 
handholding. Aside from the séance, 
there's also the return of Psyche- 
Locks, Athena's Mood Matrix and 
Apollo's bracelet, which are used 
sparingly throughout the course of 
the adventure. 

One of my first thoughts after I 
finished the first two cases was how 
wildly divergent they were from each 
other. Their only connection seemed 
to be a coincidence - Nahyuta 
Sadmadhi, a prosecutor and devout 
Khura'inese monk - but once the 
action shifted back to Khura'in after 
Apollo and Athena's somewhat light- 
hearted romp through the court 
system back home, the true story 
was brought to light. The way the 
five cases eventually intertwined 
reminded me of the background 
stories of Trials and Tribulations and 
Apollo Justice: pieces to a larger 
puzzle that would shake Wright and 
his friends' world to the core before 
culminating in an epic courtroom 
showdown. 

In terms of the overall presenta- 
tion, Capcom improved on the ani- 
mations and models used in Dual 
Destinies, but outdid themselves in 
the 3D animation department. 
Sequences like Rayfa's Dance of 


IT'S BEEN A little over 10 years in 
the English-speaking world since 
Phoenix Wright made his first 
"OBJECTION!" in court, and since 
then, the Ace Attorney franchise has 
evolved to encompass an ensemble 
cast of colorful allies and adversaries 
alongside the advances in technol- 
ogy afforded by the DS and the 3DS. 
Spirit of Justice is the Wright 
Anything Agency's latest adventure, 
and it combines the mystic and 
supernatural elements of the 
original trilogy with the high-tech 
tools and forensics introduced in the 
fourth and fifth titles. Best of all, it 
puts some fan-favorite characters 
back into the spotlight after a 
lengthy absence! 

The first case in every game of 
the franchise has usually been a 
fairly straightforward tutorial level, 
but Spirit of Justice throws Wright 
right into the legal system of the 
Kingdom of Khura'in, a theocratic 
monarchy where the last memories 
of murder victims are accepted as 
gospel in court (no pun intended) 
and defense attorneys are practically 
extinct, thanks to a penal code that 
subjects them to the same punish- 
ment as their clients if they're found 
guilty. This introduces you to the 
game's new mechanic, the Divination 
Séance - a visual presentation of the 
victim's last moments, channeled by 
new antagonist Princess Rayfa 
Padma Khura'in. 
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Rise from Your Grave 


JOTUN: VALHALLA EDITION 


and heavy attacks, a dodge mechanic and 
spells (both defensive and offensive). Your 
entire sense of combat acuity is based 
around your ability to swap and manipu- 
late your spells quickly, then effectively 
cancel your attacks into rolls when needed, 
as some of the bosses do heaps of damage. 

Speaking of boss fights (referred to as 
the titular Jotuns), that's really the main 
event. You'll fight five of them across nine 
levels, and there's a cleverly employed 
Shadow of the Colossus schtick going on, 
as they're all giant-sized. This allows for 
the map to zoom out quite a bit and create 
a giant fight space to pack in as many 
mechanics as possible, several of which are 
featured in the preceding levels. It's a great 
way to sort of passively train players for 
what's to come without shoving tons of 
tutorial menus in their face, and gels with 
the mystical theme of the game. 

Most of my other complaints are 
tertiary. The map isn't very descriptive, to 
the point where it shouldn't really even be 
there - a point that renders the GamePad 
useless since it's much faster to swap 
spells using the L and R buttons than it is 
to look down at the pad and tap them. The 
Wii U version does inherently ship with the 
"Valhalla" mode though, which provides 
juiced-up encounters with each of the 
Jotuns that are worth playing again. 

In all, the Valhalla Edition clocks in at 
around five hours, but that just means 
there's no real fat on it. - CHRIS 
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THERE AREN'T MANY true Norse games 
out there. Several obvious ones come to 
mind - like The Lost Vikings and Volgarr — 
but many others are merely influenced by 
Norse elements, and not intrinsically 
linked. | mean, even World of Warcraft has 
the Vrykul race and has expanded upon 
that lore for many years, but that concept 
exists within Azeroth. To see a developer 
fully embrace Norse mythology in a way 
like Jotun is refreshing, and the beautiful 
hand-drawn art makes it that much easier 
to swallow. 

From the very first moment I touched 
down in Jotun's world, | was taken aback by 
its art. It looks like a moving painting, and 
many elements reminded me of games like 
Dragon's Lair, albeit with a fully functional 
top-down action skew instead of an inter- 
active video format. The framerate is a 
little shaky on Wii U at times - which can 
be an issue for some of the more intense 
battles — but it's not a normal occurrence, 
nor is it a game-breaking affair. 

While the idea of Thora, a warrior who 
seeks honor after an untimely death in the 
Norse version of purgatory, is interesting in 
theory, I didn't really get a chance to 
connect with her as much as I did with the 
universe. It's great that we get tidbits of 
her life through voiceovers (filling in back- 
story like how she got her axe), but as a 
character she could have been substituted 
for just about anyone. That's not really a 
problem for me as Jotun is more about the 
journey than anything else, but it would 
have been nice to have had another layer 
on top. 

Thora's quest plays out with a top-down 
camera, with the power to utilize standard 
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vu THUNDER LOTUS GAMES 


Clay-mazing? 


ARMIKROG 


THIS 

CINEMATIC ADVENTURE comes to us from the team who 
created '90s classics like Earthworm Jim, Skullmonkeys and The 
Neverhood. They are world builders first and foremost, twisting 
together handcrafted graphics and a delightful embrace of the 
absurd to tell stories that feel truly alive. Armikrog shines in its 
efforts to carry on that tradition, but, sadly, its gameplay is dull. 

The game stars alien astronaut Tommynaut and his loyal 
talking bug/bird/dog sidekick Beak-Beak, stranded on an even 
more alien planet. They're on a survival mission, searching for a 
precious resource needed to save their people. Starting off with 
extraterrestrial protagonists trapped on a world that's bizarre by 
even their unearthly standards is a great way to open up the 
player to literally any possibility. In just the first 20 minutes, you'll 
run for your life from a devilish beast with a rope for a tongue, get 
a lift from an aloof three-eyed squid who sounds like a pretty lady 
but acts like an elevator, and get a close-up look at a giant talking 
ant in a top hat (appropriately named Abrahant Lincoln). 

These environments and characters are dripping with creativ- 
ity, crafted from a combination of stop-motion animated clay 
models, puppets and two-dimensional drawings for a look that's 
truly unique in today's gaming landscape. The voice acting is also 
worth noting, featuring such mainstays of geek comedy as Mike 
Nelson from Mystery Science Theater 3000, Jon Heder from 
Napoleon Dynamite and Sword & Laser's Veronica Belmont. 

If only it were more fun to play! Discovering new places is 
always exciting, but frequent backtracking leads to loads of bland 
strolling through tired environments. Worse still, the lack of an 
inventory system leads to a lot of unsatisfying trial-and-error 
puzzles and uninspired pixel hunting. It's also a pretty small 
game, which may explain the excessive use of backtracking. 
Without it, the whole thing would be over in less than an hour. 

As a short film, Armikrog would have been truly amazing. As a 
game, it stumbles. - JONATHAN 
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Playable in 2D and 3D. 3D mode for ages 7+. See back, GAMES 


through most of the game before 
being able to produce any particu- 
larly good items on the menu - espe- 
cially since the game on the whole 
feels a bit easier than the original. Of 
course, if you find the game lacks 
enough bite, you can turn up the dif- 
ficulty (I played on Normal), and if 
you really want to challenge yourself, 
you can turn off either character's 
Prevasion ability to sing a different 
tune. 

One other change from the 
original has come at the behest of 
many fans: in-game dialogue. 
Removed from the original 3DS 
release but put back into later 
versions, the characters in the game 
have much to say as you're playing 
it. | enjoyed it during the stages, but 
boss battles were too frantic to keep 
track of it (being in English text with 
Japanese speech), and it even had a 
tendency to get in the way, though it 
can be toggled off on a menu. 

If you've not experienced the 
Azure Striker Gunvolt series yet, this 
second installment is a terrific place 
to start — or better yet, skip the 
eShop altogether and look for the 
2-in-1 Striker Pack at retail! - DAVID 
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Lightning Strikes Twice 


system - not unlike a certain Blue 
Bomber we all know and love. 

While playing Gunvolt is fun, using 
Copen is a blast - perhaps to the 
point of him feeling a bit overpow- 
ered, but gloriously so. It's just too 
bad he's... well, sort of a jerk. | had 
hoped that in the time since the 
original game he might have 
softened his views on adepts, but 
nope! He remains quite convinced 
that there's nothing redeemable 
about them, and will happily (well, 
for him, anyway; he remains rather 
sullen) continue his quest to wipe 
them all from the face of the Earth, 
our boy Gunvolt included. Kind of 
puts a damper on using him, but not 
so much that I didn't still have fun. 

Some of the shortcomings of the 
original remain, such as the whole 
synth thing where you'll probably be 


INTI CREATES 


from your gun, then use your electri- 


cal field to fry them to a crisp. 


Copen, on the other hand, is a dif- 


ferent story. In fact, he plays almost 
like something of an inversion of 
Beck from Mighty No. 9. Rather than 
shooting enemies before dashing 
into them, you'll want to dash into 
them first to tag them before 
allowing homing shots from his gun 
to finish the job. Along the way, 
you'll also gain new abilities from 
fallen adepts that get incorporated 
into his mimicry-based weapons 


WHEN I REVIEWED the original 
Azure Striker Gunvolt in NF's 11th 
issue, I stated that "if it inspires 
sequels and manages to have its own 
"Мера Man 2,’ then the most out- 
standing stuff is yet to come." While 
I'm not sure that Gunvolt 2 was able 
to clear that lofty mark, it is none- 
theless a worthy successor to the 
original and an improvement overall. 

The biggest difference to be 
found is the addition of Gunvolt's 
non-adept rival Copen as a playable 
character. This leads to something of 
a split campaign in story mode, 
wherein after using both in the intro 
stage, they each take on their own 
series of stages - with some shared, 
and some not. 

Despite a new look, Gunvolt plays 
pretty much just as you remember 
him in the original game: tag 
enemies with special bullets 
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The HD Edition 
STEAMWORLD HEIST 


I DIDN'T FINISH SteamWorld Heist on the 3DS. Not because it 
was bad, mind you - entirely the opposite! Heist was so good and 
I was loving it so much that | wanted to keep some of its lategame 
content unseen... until my eyes could view the game in high 
definition! 

It'S been a long wait for this Wii U port to appear, but my self- 
imposed delay was well worth it. SteamWorld Heist is absolutely 
gorgeous in HD! The environments are rich with detail and depth; 
every inch of every ship you crawl through sells this world of 
post-apocalyptic robot-on-robot violence in space. The characters 
1 would say seem to breathe and appear fully alive, except for the 
fact that they're all automatons! It must be a mark of great char- 
acter design and execution if these androids feel more real than 
most other games' human stars. 

I didn't give myself a lot of space to spend discussing the 
gameplay here, as this review is meant to be a version update 
supplement to the full evaluation Neal gave the 3DS edition back 
in our 19th issue. He loved it just as much as I did, awarding it a 
score of 9.5 and saying it was one of the best 3DS games he'd ever 
played. 

Well, now SteamWorld Heist is one of the best Wii U games /'ve 
ever played! This truly seems like the definitive edition, and the 
added visual detail you get from playing in HD actually helps the 
gameplay. Heist is all about leading a group of spacefaring 'bots 
into enemy ships and stealing their cargo, and confrontations with 
the angry crews you encounter boil down to both strategic posi- 
tioning of your fighters within obstacle-laden rooms and hallways 
and also lining up precise shots with your weapons. You have to 
play the angles, pulling off ricocheting trick shots to strike foes 
hiding behind cover - and the HD assists in that, as you can more 
clearly predict the paths your projectiles will follow. 

This is a brilliant game, everyone. On Wii U and on 3DS, too! 
You've got to play at least one of those two versions! - LUCAS 
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One-Armed Warrior severeo 


its own strategy, so simply using manic 
swipes will have crippling consequences. 

The game gets really hectic, and at 
times physically exhausting — once you 
have multiple monsters to deal with — but 
it never feels unfair. Sasha grows in power 
and ability by defeating enemies, making 
you an even match for these battles — 
provided you also keep up with feeding 
your ability tree the necessary body parts. 

Yes, you read that right. If your focus 
bar is full, you can attempt to sever your 
enemy's parts for use in creating new abili- 
ties for Sasha. Pots can also be smashed 
for limbs and giblets, which you can trans- 
mute into requisite parts. Other collect- 
ibles include heart and brain pieces, used 
to gain additions to Sasha's life and mana 
bars, respectively. 

Once you complete a heart or brain you 
...eatit...to gain the bonus. Like | said, 
unsettling. 

The plot is also quite gruesome, so mind 
the T for Teen rating from the ESRB. I'm a 
big Walking Dead fan, but found the story 
so disturbing that at times | questioned fin- 
ishing it. (I kind of regret finishing it, 
actually.) 

The plot can be completed in about six 
hours, or 10 if you're including backtrack- 
ing and getting extras. It may seem short, 
but the game keeps you entertained all 
that time, even if later battles can get 
repetitive and the dungeons are a bit unin- 
spired. 

The $14.99 asking price is worth it for 
the amount of content, but you have to 
decide whether you want 
to experience the de- 
vastation and hope- 
lessness the plot can 
and will inflict upon 
you. - BRETT 


I WAS SO excited to try out DrinkBox 
Studios' new creation, especially after their 
amazing work on Guacamelee - but the 
best word to wholly describe the experi- 
ence of Severed is "unsettling." While its 
colorful world may seem inviting, little else 
about this dreary experience is. 

The game starts with a vague but 
violent scene involving your family being 
kidnapped and dragged to an alternate 
universe. In that process, the main charac- 
ter, Sasha, loses her arm. She begins her 
quest looking for any signs of her missing 
family members, but the game is quite 
linear, as several pathways require abilities 
obtained in dungeons to traverse. While 
you get very little help in the brutal world 
of Severed, the gameplay and plot are 
straightforward enough to figure out easily. 

While it appeared on other platforms 
first, Severed seems to have been built for 
the Wii U and 3DS. The game is primarily 
played on the touchscreen, and the map is 
shown on the other screen (or TV), which 
can be quite helpful once an area is clear. 

The control is immediately different 
than most games, but reminiscent of some 
retro games like Myst. Each room is played 
separately - so you enter a room, look 
around and decide which way to exit that 
room. Even hallways are treated as 
multiple rooms, allowing you to see 
dangers ahead but confront them at your 
own pace. It's somewhat tedious, but you 
get used to it. 

While the art style, gameplay and plot 
are intriguing, the real meat of the game 
appears in the combat. If Fruit Ninja and 
The Binding of Isaac had a baby, it would 
be Severed - horrific and grotesque 
enemies fought with finger swipes, mapped 
over a dungeon crawler. Each monster has 
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on top. Choose your location, time, 
players, difficulty and music to brawl 
to. You can even do local wireless 
play with one copy of the game for 
four players, which is a real blast. 
Dodgeball is the same way, and if 
you know the series it's an absolute 
staple for inclusion. While it's not the 
NES' Olympic-style Dodgeball, it's 
just as wily and competitive. Both 
minigames can also be played with 
CPUS for a raucous good time. 

If you're a fan of this series, buy 
this game. You owe it to yourself. The 
experience is very cathartic, nostal- 
gic and just pure fun. Now, if only the 
recently announced Kunio-kun 
Nekketsu Complete Famicom Series 
would also come West! The transla- 
tion of that game may hinge on the 
success of this one! - BRETT 


Where it may stumble a bit is 
taking a step back in control flow. EX 
had a big jump in speed and range of 
moves, where Tokyo Rumble feels a 
bit stunted after playing EX. EX also 
had a nice crisp visual style, where 
Tokyo Rumble is a little fuzzy. That's 
an odd choice for the 3DS, but they 
did add 3D elements. 

The game is quite short, as I 
wrapped it up and got most of the 
upgrades in around four hours. I 
then spent several more hours 
finding the game's plentiful extras, 
50 it's good that there's plenty more 
to do in the game to justify its full 
retail asking price. 

By progressing through the game, 
you unlock all sorts of stuff for use in 
Rumble, Dodgeball and the gallery. 
Rumble is a four-battler customiz- 
able fight where you try to come out 
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Back to the Streets 


an important reason: Most players of 
this game are playing for nostalgia. 
That’s not to say that newcomers 
won't have fun. This is a great entry 
to play to discover the series. 

The reason River City Ransom and 
its remake were hard to play had 
more to do with their lack of a dedi- 
cated jump button than any other 
shortcoming, and this installment 
finally fixes that. No more pressing A 
+ B to jump, leaving more dexterity 
to perform those sweet air moves. 
Purchases are also much simpler 
than in the original - you now simply 
buy scrolls at bookstores to gain new 
moves and burgers to refill life. The 
original NES title was much more 
vague in its purchases, leading to a 
lot of wasted cash. Not that cash isn't 
plentiful, but progress depends on 
you beefing up. Tokyo Rumble 
balances enemy difficulty with 
leveling up more successfully than 
its predecessors. 


PVE BEEN PLAYING the Kunio-kun 
series for quite a while, and it always 
seems worth it with each rendition. 
This is actually a sequel to the 
original NES game, where River City 
Ransom EX was more of a remake. 
This continuation of the story of 
Kunio - who, for the first time in a 
Western release, is actually called 
Kunio and not Alex - is a nice 
surprise in the Fall lineup. 

The plot picks up right where RCR 
left off over 26 years ago, with more 
trouble for Nekketsu High's rowdy 
rumbler Kunio. Betrayal, romance 
and action are all here in 8-bit form, 
and the whole thing plays out like 
goofy theater. It was important to 
me, as a veteran, that they kept the 
visual style of the original. The series 
has experimented with other styles 
but always returns to its origins for 
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Chillin' & Chiselin' PICROSS 3D: ROUND 2 


You've got five different ways to interact with 
cubes now. First, hammering them out of exis- 
tence. Second and third, painting them orange or 
blue. And fourth and fifth are highlighting them 
orange or blue, which is a tool of temporariness 
meant to help you determine which of the first 
three methods of finalizing a particular block is 
most appropriate. If you see that there's a blue 
clue number on the end of a row, for example, 
you can highlight that entire row as blue to give 
yourself a reminder that no orange block can 
possibly exist there. Then, cross-referencing with 
the intersecting column clues, you can bash away 
any instances of impossible overlap. 

Am I being confusing? I'm being confusing. It 
all makes sense in my brain, and it'll make sense 
in yours too if you take the leap of faith and dive 
into Picross 3D: Round 2. The game actually does 
a great job of explaining every aspect of its 
gameplay through a steady series of tutorial 
levels, being much more thorough and informa- 
tive than I can be in this limited space. So take my 
word for it! It's a great puzzler. You'll love it! 

The icing on the cake is the amiibo support, as 
you can access a handful of special sculptures of 
Link, Mario, Kirby and some of their friends by 
tapping in your figures. | wish more were compat- 
ible! And I also wish that the online community 
from the DS original had persisted. Years ago, I 
actually won one of the Picross 3D puzzle design 
contests and had my level (a man 
pushing a lawnmower) added 
to the game! But, alas, no 
such contests are being held 
for this sequel. Or maybe I 
just need to be more 
patient and wait for 
them...- LUCAS 
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MY IMPATIENCE IS my undoing. 

I'll be five or 10 or 20 minutes deep into a 
puzzle, ۱۱۱ be getting anxious for the final reveal - 
and I'll get sloppy. I'll make one wrong move, and 
my perfect run will come to an end in an instant, 
marred by my lapse in judgment. 

Those moments are irritating, but instructive. 
They remind me to relax. To slow down. To chill. 

Picross 3D: Round 2 is a game of chillin' and 
chiselin'. You're given a large block built out of 
smaller cubes at the beginning of each level. 
Using the numbers that appear on the end of 
each row and column, you have to determine 
which of the small cubes need to be removed, and 
which should remain. As you chisel the shape 
away, block by block, some kind of sculpture 
takes shape before your eyes - and when you're 
finally done and hammer away the final piece, 
your reward is seeing just what kind of person, 
place or thing was hiding in there all along. 

It’s relaxing! . . . if you let it be. It's actually 
kind of a personal choice, 1 suppose, as Picross 3D 
could certainly be played in a panic, if you let the 
on-screen timer get the best of you and make you 
feel like you aren't moving fast enough. It's kind 
of important to move quickly, and kind of not - 
faster completion times mean you earn better 
ratings, and better ratings open up more puzzles 
more quickly. But really, you can take your time 
and make plenty of progress at a perfectly rea- 
sonable pace here. | wish there were an option to 
turn the clock display off entirely, actually. That 
would make the whole thing much more zen. 

If you're one of the lucky people who got to 
play the first Picross 3D game when it came out 
on the DS six and a half years ago, you'd probably 
expect "Round 2" to simply be more of the same. 
But while the original game could be fully 
described by the block-by-block chiseling away | 
explained above, this sequel actually goes one 
step further and adds color to the mixture. No 
longer are cubes supposed to be either left alone 
or removed - now they're either removed or 
painted blue or painted orange. It's an added 
layer of challenge that makes things more 
complex and more interesting, but also a bit more 
difficult to control. 
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Blast from the Past 
NOITU LOVE: DEVOLUTION 


BACK WHEN THE Nintendo DS first launched, the 
system was haunted by tons of titles featuring 
tacked-on touch control gimmicks that were more 
work than fun. I wish Noitu Love: Devolution had 
been around back then to help show them how it's 
done! This fast-paced action game uses stylus 
controls in ways that feel inspired, elegant and ver- 
satile. Despite being a buttons-free affair, it still 
offers up a shockingly large move list, including 
standard punches and kicks, special melee attacks, a 
shield, a throw attack, wall jumps and even a projec- 
tile. And that's not even counting the two unlockable 
characters and all their unique moves! It's amazing 
how much the game does with so little. 

Created by one-man development team Joakim 
"Konjak" Sandberg, Devolution tells the story of 
silent protagonist Xoda Rap, a super heroic woman 
who's constantly flinging herself into battle against a 
vile-but-adorable group of time-hopping robots 
called "The Darns." The game has a free prequel on 
PC if you're interested into digging into the full Noitu 
Love story, but Devolution is much better than its 
predecessor, so it's probably best to jump into this 
one first and ask questions later. 

Devolution was also released on PC a while back, 
but thankfully, its gorgeous graphics and brilliant 
pacing have proven to be timeless. Though the 
game's seven levels are all relatively short, they're 
jam-packed with cool bosses, novel environmental 
hazards and ample opportunities to rack up combos. 
One second you'll be jumping around on a giant 
piano, using its keys to take on an opera-themed 
Darn operative, and the next you'll be flying through 
the air in a battle against a giant robo-locomotive 
Darn named "Sleeper Breakman." The immense 
amount of variety here makes multiple playthroughs 
a joy. There are also additional difficulty levels and 
secret bosses! 

The 3DS and Wii U versions are nearly identical - 
the only major difference is the Wii U has optional 
Wii Remote + Nunchuk controls. That and Off-TV Play 
make Wii U my console of choice here, but with a 
game this bursting with energy, you'll 
have a darn great time wherever you 
decide to play it. - JONATHAN 
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the sitcom starring a final boss and an 
REST O obnoxious '8üs video game mascot 
HEY THERE, KIDS! What are the haps and the lolz and whatnot?! It's your favorite game studio, 
Corporate Consulting and Marketing Firm #27! 


We pride ourselves on knowing exactly what’s hip with the youngsters these days, and we’ve noticed that 
everyone’s really into different versions of things lately! That’s why we're proud to present... 
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GIRAFFIC 
used SPOTLIGHT? | 


em 
{used STEWPIDITY*® 4 
That's right! You'll meet different characters depending on which side of the page you read! 
Great characters such as... 
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This delightful little lamb possesses This stony cetacean has a n 
rock-hard hide that 


special wool that spontaneously ignites 
for no reason at all! can withstand any attack. 


Its self-image is not as strong, 
Watch this adorable scamp as it darts 
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pri? TUSK, NOT A UNICORN HORN C'MON FOLKS JUST READ UP 
This curious creature travels in groups. \ 


ON NARWHALS SOMETIMES JEEZ!!! 
When they peek into your home, 


Whether it’s on a morning stroll 
or having a glitzy night on the town, 
they effectively barricade you inside. this high-stepping veggie 
Then, hilariously enough, 
they will scream nonstop for hours! 


is a hit with the ladies, 
the fellas, 
and all sorts of plantlife! 


... ok, we admit it. 


This is just а regular tin can. ... 50 one of the artists 
Someone just drew a pelican on it. just kind of left this sketch on our desks 


and was never heard from again. 
Your guess is as good as ours. 


BY LINDSEY LAYNE KING 
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THE LEGEND OF ZELDA: BREATH OF THE WILD 


to wait until a little later to talk about 
motion control with Switch; it wasn't a 
key detail to address in its brief debut 
video.) 

Visually, Switch may give this new 
world of Hyrule a bit of a bump, but it 
doesn't seem like there's going to be 
any huge difference one way or the 
other there. It's going to be a breath- 
taking game graphically no matter 
which you pick. amiibo support has 
been confirmed for Switch, so Breath 
of the Wild's compatibility with the 
Wolf Link amiibo and new Zelda series 
figures coming in December will also 
stay the same across both versions. 

And that's probably it for this face- 
off! The differences between Twilight 
Princess’ two versions were much 
more stark, as its Wii edition totally 
flipped the game world left-to-right 
and reworked the control scheme to 
support the then-new Wii Remote. It 
was a bigger decision then to pick that 
one over its GameCube edition, which 
played totally traditionally. 

This time around, though? I don't 
think you can make a wrong choice. 

(I just wish | could make up my own 
mind between the two.) - LUCAS 
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of paint for their portable debuts. This 
would be playing the newest, biggest, 
most modern 3D Zelda ever anywhere 
you want, any time - no need to wait a 
decade or more for Nintendo to 
remake it into a portable port. 

On the other side of the equation, 
there's the Wii U version. It can't be 
taken out of your home, but you could 
make the argument that it was never 
meant to be on the go in the first 
place - since development of this 
game began years ago on Wii U, it was 
envisioned as a Wii U title first and 
foremost and its design was built 
around the unique features of the 
GamePad controller working in 
concert with the TV. Switch has no 
dual-screen support, so you won't get 
things like the ever-present map and 
menu access on the GamePad screen. 
The GamePad's built-in motion control 
also hasn't been confirmed to be a 
part of Switch's multiple control 
options yet, so it's possible that arrow- 
aiming and other motion-enhanced 
features would stay Wii U-only too. 
(Though I'm sure Nintendo's just going 


This is all assuming both versions 
hit store shelves within the same time 
frame, of course. If it parallels the split 
release of Twilight Princess from 10 
years ago, then it will launch along 
with the Switch in March and then 
follow along to the Wii U around a 
month later, in April. We'll go with that 
assumption, since it would mean that 
Wii U version proponents wouldn't 
have too much more of a wait. 

OK, our face-off is set up. Now, let's 
talk version differences and argue in 
favor of both of them. 

Breath of the Wild's Switch version 
presented the finest feather in its cap 
in that viral video's first few seconds: 
Thanks to the Switch's power of 
portable play, you can take Link and 
his sprawling open world of Hyrule out 
into the actual, real open world and 
play anywhere you like. It's a huge 
shift for the series, as the closest 
we've come to portable 3D Zelda has 
been the recent 3DS remakes of 
Ocarina of Time and Majora's Mask. 
And those are both spectacular, but 
they are older titles given fresh coats 


IF THERE WAS any doubt remaining 
that The Legend of Zelda: Breath of 
the Wild would be the primary game 
Nintendo used to promote their next 
system launch, let it be laid to rest – 
the debut Switch trailer that has gone 
viral and become Nintendo's most- 
watched YouTube video of all time 
begins with Link's next quest as its 
lead-off hitter. No way it's not going to 
be there on Day 1 after that! 

The question for we most hardcore 
of Nintendo fans, then, is should we 
buy the Switch version? Because the 
game is also still going to come out on 
Wii U as well, and while there will 
surely be a handful of diehards who 
bring home both, most of us will be 
picking one over the other. 

So will you play Breath of the Wild 
as the inaugural adventure on your 
all-new Nintendo Switch? 

Or will you use it as the game that 
bids farewell to your Wii U? 
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SUPER MARIO 
SWITCH 30 Mario is back! 


new Super Mario game wasn't explained 
- just showcased with a few fleeting 
moments of gameplay footage. Even still, 
a few seconds is all we needed to see 
that this is a return to the Super Mario 
64 style of play, with Mario running and 
jumping through grounded, go-anywhere 
levels. No F.L.U.D.D. in sight, and no odd 
gravitation in play - this isn’t a Sunshine 
or Galaxy follow-up. It's going back to 
Mario's 3D roots from 20 (!) years ago. 
That core question seems solved, but 
there are plenty of mysteries in play with 
this new Mario. The first footage could 
suggest an open-world approach to level 
design this time, as we can see a beacon 
in the distance similar to those used in 
Breath of the Wild, and the two areas 
shown off appear to be connected to one 
another. And what's with the odd, nearly 
invisible chunks of ice popping up all 
over the place? Hopefully we'll get clarifi- 
cation soon, and confirmation that this 
will be a Switch launch title! - LUCAS 


MARIO'S COMING BACK down to 
earth. It's been six and a half years since 
his last fully 3D adventure sent him into 
space for a second time, and in the years 
that have followed many fans have called 
out to request a Super Mario Galaxy 3. 
That outcry, though, was probably less 
about the outer space setting and 
Galaxy's play mechanics than it was a 
hope for a return of truly 3D Mario 
action, which Super Mario 3D Land and 
Super Mario 3D World didn't really repre- 
sent. The fans want full camera control! 
Environments that allow for exploration, 
and aren't just linear hop-and-bops along 
a single set path. Nintendo has listened 
at last, and so we can now officially look 
forward to Super Mario Switch. 

It'll probably have a different name 
than that, of course, but just like the 
Mario Kart and Splatoon snippets we saw 
as part of the Switch reveal trailer, this 
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MARIO KART & SPLATOON: 


SWITCH VERSIONS 
Upgrading the Wii U's biggest hits. 


THOUGH THE Wii U was not the commercial success Nintendo 
hoped it would be, it still had some truly incredible first-party 
titles. Rumors have swirled for months that NX ports were in the 
works for several of Wii U’s biggest hits, and now that NX has been 
officially named as the Switch, it's also been confirmed that two of 
those rumored titles will indeed be switching over: Mario Kart 8 
and Splatoon. 

Now, right up front, we don't yet know how exactly Nintendo 
will present these titles. They could be given the subtitle treat- 
ment, giving us names like "Splatoon: Switch Edition" or some- 
thing else similar. Or they could just go ahead and treat these new 
editions like full-on sequels, making them Mario Kart 9 and 
Splatoon 2. That's a question that's mostly up to Nintendo's mar- 
keting department to answer. 

Just from the few seconds' worth of footage of each game 
included in the Switch reveal trailer, though, it's clear that neither 
of these two titles is totally rebuilt from the ground up. They're 
both obviously starting from the foundations of the games as they 
currently exist on Wii U and just adding more features. And that's 
fine! That's exactly what they should be doing. Getting these two 
evergreen games out the door to boost the Switch lineup in 2017 
is the exact right move. 

Mario Kart Switch (as we'll call it for now) has added King Boo 
to the lineup as a new character, and it looks like you'll now be 
able to hold two items at the same time, just like good old Double 
Dash!! from the GameCube days. 

Splatoon Switch showed off one new, never-before-seen map 
already, and also highlighted new hairstyle and pants customiza- 
tion features. The Inklings will be fresher than ever! 

I can't wait to see more from both games, and also to see if 
more Wii U titles (like Smash) make the switch too! - LUCAS 
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MARIO SPORTS SUPERSTARS 


Four new versions of past Mario sports games ... plus horse racing? 


Golf and Tennis seriously just look 
like they’re straight out of the earlier 
3DS entries in both series. Considering 
both games had solid, well-made 
gameplay, that's a good thing. 

And finally, there's the wild card 
that we've never seen as a standalone 
Mario sports game: Horse Racing. It 
kind of just looks like a weird take on a 
kart racer from the little footage we've 
seen, complete with items that can be 
used to your advantage. An optional 
mode exists that will let you play in 
first-person. This is kind of the oddball 
from what we've seen, but it could be 
a novel take on racing that rounds out 
the variety of the entire package. 

Mario Sports Superstars is due out 
on the 3DS in Spring 2017, meaning we 
still have a long way to go before we 
know just how good this quintet of 
sports fun will be. Stick with us over 
the next few months to keep an eye on 
this potentially promising late-gen 
game on 3DS! - NEAL 
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Soccer isn't quite the same as we 
saw in the Mario Strikers series, as it 
now purports to be less arcadey with 
full 11-on-11 action. You can pick two 
player characters that are then 
matched up with a group of generic 
ones, such as Toads or Koopa Troopas. 
Recurring minibosses Pom Pom and 
Boom Boom are the only options for 
goalie. This more realistic take on 
video game soccer looks far more 
grounded than the Strikers games, but 
that might not be a bad thing. 

Much like Soccer, Baseball seems to 
also be more grounded than the 
earlier Mario baseball games, though 
you can still use special abilities to 
swing with fire and other such fanciful 
things. Pitching seems intriguing, as 
there seems to be an actual wind-up 
system: A circle appears where you're 
aiming and an arrow spins around the 
outside of it. Depending on where you 
land, the effectiveness of your pitch is 
enhanced or diminished. 


recently worked with Nintendo on Wii 
Sports Club and has ties to Mario 
sports with the pair of Mario baseball 
games. Camelot has been responsible 
for every Mario golf and tennis game 
since the late '90s. This package fuses 
both developers' sport-making histo- 
ries with a total of five different sports 
to play! Golf and Tennis appear to be 
lifted from the earlier World Tour and 
Mario Tennis Open 305 games – 
Soccer, Baseball and Horse Racing 
then round out the quintet. 

The most notable takeaway from 
the early September reveal of Mario 
Sports Superstars is that each game 
will have its own set of single-player 
tournaments, as well as local and 
online multiplayer. Online multiplayer 
features options for friends and 
random players. Your amiibo will also 
factor into the proceedings, though no 
details are known yet (other than 
speculation that there may be new 
cards to go along with this release). 


IN 2015, THE lowest bar to date was 
set for Mario sports games with Mario 
Tennis: Ultra Smash. That barebones 
release, while graphically appealing, 
had very little content when it 
debuted on Wii U. After close to two 
decades of classic entries in Mario 
sports games, everything seemed to 
be whittling down these past few 
years — with the only notable release 
since the early Wii era being 2014's 
Mario Golf: World Tour on 3DS. But if 
all goes well, that depressing senti- 
ment will change when Mario Sports 
Superstars, an ambitious 3DS release, 
launches next Spring. 

Superstars is a collaboration 
between Bandai Namco and Camelot, 
mixing both companies' proven prow- 
esses for creating fun arcade sports 
experiences. Bandai Namco most 
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PROJECT SONIC 2017 


The Hedgehos leaps into Nintendos next generation. 


Sonic looking out at the destruction 
in all his green-eyed glory, with a 
look on his face that tells you he 
means business. 

Leaping, spinning, dashing and 
sliding into action, it looks like our 
hero might actually not be fast 
enough to avoid getting squashed 
beneath a giant piece of debris 
when another Blue Blur knocks it 
away with a familiar jumping 
sound. Classic Sonic is back! The 
two hedgehogs hit the ground 
running with a low sonic boom as 
an explosion transitions to a screen 
telling viewers they can "Join the 
Resistance" in Holiday 2017. 

The immediate reaction of many 
has been that this is a sequel to 
Sonic Generations, but Sonic Team 
head Takashi lizuka refuted the 
notion, stating that it's an all-new 
experience. What that means has 
yet to be revealed, though at the 
very least, | expect it means the 
True Blue Two won't be taking a 
whirlwind tour of past locales. But, 
I wonder: What if this celebration 
of a quarter-century of hedgehog 
havoc has more than just two 
Sonics in play? Hmm... - DAVID 


WHILE THE 2D, sprite-based 
Sonic Mania sadly appears to not 
be headed for a Nintendo platform 
any time in the near future, the 
same cannot be said for Sega's 
other big reveal at the Sonic 25th 
anniversary party held at San 
Diego Comic-Con this past July. In 
fact, they revealed that they were 
officially developing Sonic's next 
big console adventure before 
Nintendo even flipped the Switch 
on the NX's true name! 

Dubbed "Project Sonic 2017," 
little is known about the game 
beyond the platforms it's coming 
to, that it should be released in 
2017, that it's from the team behind 
both Sonic Colors and Generations, 
and what its initial 80-second 
teaser trailer showed us. As to that, 
we're greeted with the visual of a 
city under fiery siege by a trio of 
mechs that look like they're mass- 
produced versions of Dr. Eggman's 
notorious Death Egg Robot first 
seen in Sonic the Hedgehog 2. The 
camera cuts and pans to reveal 
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OLLS V: 
Will Nintendo players get to 


become the Dragonborn? 


It is the world’s most perfect 
airplane game, and with a Switch 
release, we finally will be able to 
play it while fritting away the hours 
on intercontinental flights. 

There’s a big "if" attached to the 
Skyrim Switch reveal, though. 
Specifically, it might not be a reveal 
at all. After the news about the 
Switch broke, Bethesda said that 
they won't confirm a Switch edition 
of Skyrim is coming. "We are not 
confirming any specific titles at this 
time," they said, and added that 
they looked forward to "revealing 
specific games in the future." 

So was Skyrim's Switch trailer 
presence an empty tease? Probably 
not; there's not a lot of time left 
before the Switch's launch - this 
isn't time that can be squandered 
on mere tech demos. (And aside 
from Zelda, the other trailer games 
haven't been confirmed either.) 

If | had to put down money, I'd 
say there's an excellent chance the 
Dragonborn's cameo in the Switch 
reveal is much more than simple 
window-dressing. And that's Fus- 
Roh-Daaaang awesome! - NADIA 
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THE NINTENDO SWITCH reveal 
trailer didn't bring many surprises 
(not that Nintendo's long-rumored 
decision to create a console/ 
handheld hybrid isn't a great idea), 
but one moment was certainly 
worthy of pause: About a minute 
in, a man boards a plane, takes out 
the Switch tablet and starts playing 
The Elder Scrolls V: Skyrim. More 
accurately, he plays what appears 
to be the remastered edition of the 
game engineered for the Xbox One 
and PlayStation 4. 

This is a pretty big deal. Skyrim, 
which is the most popular entry in 
Bethesda's Elder Scrolls action/RPG 
series, is a game with an immea- 
surably long tail. People still love it, 
play it and talk about it, a full five 
years after its release - and Skyrim 
Special Edition has only heightened 
its continued popularity. 

That's because Skyrim is deep. 
Like, Mariana Trench deep. It offers 
up hours upon hours of content 
even without its three DLC packs. 
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PIKMIN FOR NINTENDO 3DS 


The plucky plant soldiers go portable for the first time. 


to work depending on where they're 
thrown: Chuck some Pikmin at a pile 
of debris and they'll carry it to a 
nearby chasm and form a bridge, or 
throw them at a giant block and, in 
sufficient numbers, they'll push it out 
of the way. Despite the change in per- 
spective, Pikmin for 3DS promises to 
offer the same kind of environmental 
puzzle solving that's made each 
installment in the series such a satis- 
fying experience. 

The footage that we've seen thus 
far certainly looks promising, and if 
it's half as good as Kirby Mass Attack, 
this Pikmin should be a fine addition 
to the 3DS library. - KEVIN K. 
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immune to fire and can now stamp out 
flames; Blue Pikmin have gills and can 
swim freely underwater; and Yellow 
Pikmin resist electricity and can be 
thrown much higher than the other 
species. Players will need to utilize 
each Pikmin's distinct abilities to clear 
screen-spanning challenges and make 
their way through each stage. 

As in the aforementioned Kirby 
Mass Attack, the touchscreen will play 
an integral role in this new Pikmin 
adventure. Players throw their Pikmin 
by tapping on the touchscreen, and 
the little critters will immediately get 


Even the shift in perspective isn't 
that much of a stretch for the series - 


Kirby Mass Attack drew favorable com- 


parisons to Pikmin when it was first 
released thanks to its similar premise, 
which had players controlling up to 10 
Kirbys simultaneously and using their 
collective powers to uproot giant veg- 
etables and battle hulking monsters. 
Pikmin for 3DS looks to expand upon 
those mechanics even further, which is 
reason enough to be excited. 

After being relegated to a cameo 
role in Pikmin 3, players will once 
again be guiding the series' diminutive 
hero Captain Olimar across a hostile 
alien world, where he'll need to 
harness each Pikmin's unique abilities 
to reclaim treasure and overcome 
environmental obstacles. While we've 
only gotten a brief glimpse at Pikmin 
for 3DS thus far, Nintendo has con- 
firmed that at least three types of 
Pikmin will be appearing in the game 
(the original Red, Blue and Yellow 
variants), each with their signature 
characteristics: Red Pikmin are 


AS IT APPROACHES its sixth year on 
the market, it's almost hard to believe 
that Nintendo still has any surprises in 
store for the 3DS, especially with a 
new console generation looming on 
the horizon. Despite this, it turns out 
there's yet another major first-party 
release lined up for the aging 
handheld: a brand-new Pikmin title, 
which was unveiled to the world 
during the 3DS-focused Nintendo 
Direct broadcast this past September. 
Known tentatively as "Pikmin for 
Nintendo 305," this newly revealed 
title is not the rumored Pikmin 4 that 
legendary designer Shigeru Miyamoto 
intimated was in development, but a 
sidescrolling spin-off that's more remi- 
niscent of Kirby Mass Attack than a 
traditional Pikmin adventure. Of 
course, that's not to say that Pikmin 
for 3DS will be a complete departure 
from the series' roots - the game 
looks to retain all the elements that 
have made Pikmin such a unique and 
captivating franchise, albeit reimag- 
ined to better suit the 3DS hardware. 
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SUPER MARIO BROS. 2 


SUPER MARIO BROS. 


SELECT START 


NINTENDO ENTERTAINMENT SYSTEM: 


NES CLASSIC EDITION 


modern amenities hiding inside its 
small plastic housing are what really 
make the sale, though. 

Each of the 30 games will have four 
different Suspend Point slots, so that 
you can save your progress at any 
point - that will be a true blessing for 
epics like Zelda ۱۱۰ And they'll help 
offset the difficulty, too, since you can 
create a Suspend Point before a diffi- 
cult boss battle, for instance, and try 
again and again until you win. 

Videophiles will be happy to know 
that three different display options 
will be available, including a mode 
that mimics the look of '80s-era CRT 
televisions. The audio, too, sounds 
much richer in comparison to the Wii 
U Virtual Console's handling of these 
same titles. 

The only potential drawback? A 
maybe-too-short physical cord linking 
the controller to the system. We'll see 
if it's a real problem soon, as we get 
our hands on one to review! - LUCAS 
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IT'S ONLY WITH great personal 
restraint that I’m not abusing my 
Editor-in-Chief position to transform 
this whole issue into an ode to the 
NES, as the impending release of the 
pint-sized NES Classic Edition has 
brought this most pivotal piece of my 
childhood back into the spotlight. | 
mean, my goodness! Just look at that 
lineup of 30 spectacular 8-bit games! 1 
could easily wax poetic for multiple 
pages on each of them. But, for now at 
least, ЇЇ restrict myself to offering 
you all just a snippet of a screenshot 
of each, to whet your appetites. (No 
promises for not going overboard in 
our next issue, though!) 

As you probably already know, the 
NES Classic Edition is a modern, minia- 
turized re-release of the home console 
that first put Nintendo into millions of 
living rooms in the '80s. The tiny size 
is a novelty, and one that should help 
it attract more sales as a stocking 
stuffer this holiday season. The other 
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POOCHY & YOSHI'S 
WOOLLY WORLD 


...and another one, just to give us a matching pair. 


SUPER MARIO MAKER 
FOR NINTENDO 3DS 


One sized-down version of a 2015 Wii U exclusive... 


Poochy's addition is such a big part 
of this re-issue that his name's 
been added to the game's title! This 
Woolly World is co-owned, now. 
Poochy's levels look to be auto- 
runners in which you'll tell the 
dashing dog when to jump, in order 
to gather as many collectibles as 
possible. Poochy will make his 
presence known in all of Yoshi's 
levels too, though, through the 
addition of new Poochy Pups. 
They'll take the place of Yoshi's egg 
arsenal to function as both ammu- 
nition and assistants – you'll chuck 
them around to bop enemies, but 
they'll also run toward secrets and 
bark at you so you know where you 
should look to find hidden items. 
The best part of the whole 
package, though? Gotta be the Yarn 
Poochy amiibo. Flip back to Page 
13s if you missed seeing it there 
already, because it may very well 
be the most adorable amiibo ever 
stitched together! It will be made 
available in a bundle with the game 
and separately (if you're not con- 
vinced to double-dip). - LUCAS 
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JUSTTWO MONTHS after Super 
Mario Maker makes the leap from 
your TV screen to the palms of your 
hands, Yoshi's Woolly World will do 
the exact same thing. And since 
this fabric-crafted, snuggly-soft 
Yoshi adventure never had any 
online course uploading or other 
connectivity-demanding features to 
begin with, it might be able to 
make the transition without unrav- 
eling quite as much as I fear Mario 
Maker will. 

That said, the Woolly World will 
have to deal with some of its own 
compromises from its shift to the 
smaller screens. The vibrant HD 
visuals that popped with real-world 
textile detail in the original Wii U 
version will be gone. We awarded 
Yoshi's Woolly World with our Best 
Graphics of 2015 honor, but taking 
those same great graphics and 
compressing them down to the 3DS 
resolution will likely steal much of 
their appeal. 

Gameplaywise, though, things 
should only improve - Nintendo's 
promised that every level from the 
Wii U version will return intact, and 
beyond those, new levels will be 
added to the mix starring Poochy, 
everyone's favorite dimwitted dog. 


9783 


justify with such a limited potential 
audience to appreciate the work! 

Courses that have already been 
made via the Wii U version will be 
playable with this 3DS edition, 
thankfully, though even there 
there's a caveat too - Nintendo 
says not all Wii U levels will be 
compatible. But no word yet on 
what disqualifies Wii U courses 
from being playable portably. 
(Hopefully my Metal Man level 
makes the cut!) 

Finally, for one last kick in the 
shin, it seems that the Mystery 
Mushroom and all of the many dif- 
ferent costumes it makes available 
for Mario are all staying Wii U-only 
as well. That removal boggles my 
mind, though! The costumes are all 
8-bit-styled sprites. Why wouldn't 
they work on 3DS? 

There are lots of questions like 
that bouncing around my brain as I 
wonder whether or not investing 
extra time and money into this 
downsized version of last year's hit 
will be worth it. Luckily, we won't 
have to wait too long to get the 
answers! Its release date is just a 
few weeks away, so I'll get my 
hands on the final game as soon as 
possible and bring a full review to 
all of you next time! - LUCAS 
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FOR OVER A year now, Super 
Mario aficionados have been going 
behind the scenes of the Mushroom 
Kingdom, creating new lands for 
Mario to explore via Super Mario 
Maker for Wii U. It's been a massive 
hit — literally millions of courses 
have been created, and millions 
more players have enjoyed taking 
on the challenges dreamed up by 
other gamers around the globe. 

Starting on December 2, the fun 
will continue on the go ... to a 
certain extent. Super Mario Maker 
for Nintendo 3DS is bringing the 
console's construction zone to the 
portable realm, but a few key 
features are apparently getting lost 
in the translation. 

For example, courses you make 
with this 3DS version of Mario 
Maker won't be able to be shared 
with the existing online community. 
Instead, you'll only be able to send 
them out to friends' copies of this 
3DS version via local wireless, or 
else set them to be exchanged by 
way of StreetPass (which, again, is 
а local-only thing). Pouring hours 
of effort into making new Mario 
masterpieces may be hard to 
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definition — two elements that will be missing 
from the mix on the portable. 


JONATHAN: Do you remember Super Mario 64 
DS? That was a game that | could wholeheartedly 
recommend to DS owners who never got an N64. 
Sure, the game didn't feel as nice without the 
benefit of an analog stick, but the addition of 
Luigi, Wario and Yoshi as playable characters 
more than made up for it. You could play either 
or both versions of the game and not feel like 
your time was wasted, and all it took was a little 
creativity and development resources from 
Nintendo. 

Even the Super Mario Advance series — which 
were relatively barebones at first - managed to 
cram an additional multiplayer mode into the 
mix. Later titles in the series even introduced 
new levels, which is part of why we rated Super 
Mario Advance 4 so highly in this fine publica- 
tion! Conversely, it was the total lack of new 
content that inspired us to give Ultimate NES 
Remix such a relatively poor score. 

It all speaks to one of Nintendo's biggest 
problems over the past few years: failure to get 
the balance between new and old just right. 
Launching the Wii U with New Super Mario Bros. 
U shortly after the release of New Super Mario 
Bros. 2 left many fans asking themselves "Haven't 
۱ already bought this game twice already? Do I 
really need to buy it a third, or even fourth 
time?" Our old colleague Emily Rogers detailed 
the issue with great care on her blog not too long 
ago, showing the parallels between Super Mario 
3D Land and Super Mario 3D World, Super Smash 
Bros. for Nintendo 3DS and Super Smash Bros. 
for Wii U, and other examples of Wii U and 3DS 
games that either look alike, play alike or both. 

And that's all outside of the fact that the Wii U 
and the 3DS are both essentially dual-screen 
consoles that many felt were too similar in the 
first place! 

In the face of all that, and the monumental 
financial peril these issues contributed to causing 
for Nintendo, I'd think the last thing they'd want 
to do is perpetuate the image that they keep 
making the same games over and over again. | do 
give them credit for adding Poochy to the name 
of their Woolly World port, but I think they would 
have done a lot better if a playable Yarn Waluigi 
and Yarn Daisy were there to back them up. Or 
even making the whole game a Poochy-exclusive 
affair! Anything to keep that "Here we go again 
... again" feeling from setting in. 


LUCAS: Hopefully this debate will be made moot 
very soon, if indeed Nintendo fuses their console 
and handheld divisions together for the Switch! 
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to anyone invested in those storied intellectual 
properties. Even Dead Rising: Chop Till You Drop 
on the Wii took some interesting risks, balancing 
the loss of visual fidelity from the original Xbox 
360 title with the addition of Resident Evil 4-style 
gunplay and a host of new enemies and missions. 
Ideally, a downport of a game is like the novel- 
ization of movie. It's an opportunity to try new 
things while retaining the core concepts of the 
source material. So far, Nintendo's upcoming Wii 
U-to-3DS ports don't appear to stay true to that 
ideal. They seem more desperate than inspired. 
| love Yarn Poochy as much as the next guy, but 
getting a few bonus levels starring that funny 
little mutt won't be enough to get me to double- 
dip on Yoshi's Woolly World, that's for yarn sure. 


LUCAS: Well, that's the thing, isn't it? Nintendo 
isn't going after those of us who already "dipped" 
for the Wii U versions - they're trying to snag 
some sales from the much larger 3DS install 
base. Those people who might have been inter- 
ested in these games when they came to Wii U 
but didn't get them, because they don't have a 
Wii U. Just a 3DS. 
So I can see the logic there, and with all the 
fun I had with Yoshi's Woolly World, I'm sure I'll 
end up recommending the new 3DS version to 
people who didn't already play the original 
release. I'll do so begrudgingly, though, 
because so much of that game's 
magic, for me, came through 
playing through it as a two- 
player co-op experience with 
my son and seeing all of its 
gorgeous, fabric-crafted 
worlds rendered in high 


CONSOLE VS. HANDHELD VERSIONS 


LUCAS: Super Mario Maker! (For Nintendo 3DS.) 
Yoshi's Woolly World! (Also, for Nintendo 3DS.) 
These are just the latest two examples of a trend 
we've seen more and more of in recent years: 
games launching on Nintendo's home console, 
then getting a second version a little later on for 
their handheld. And some fans aren't happy 
about that - claiming that the Wii U library has 
too few exclusives left as a result, or else 
bemoaning the compromises that have to be 
made to downsize these designs into portable 
form. On which side of the fence do you stand, 
Mr. Holmes? 


JONATHAN: A lot of people associate the term 
"downsizing" with bad times, like being laid off 
from work, or drinking one of those little cans of 
soda that have just enough pop in them to make 
you burp, but not enough to quench much thirst. 
My hat goes off to the brave men and women out 
there who face that struggle. Burping thirsty ain't 
easy! Still, it's not fair to throw the baby out with 
the bath water. Downsizing, and the limitations 
that come with it, can lead to true game design 
brilliance. 

Just look at Capcom in the '80s. The Bionic 
Commando arcade-to-NES downport is a true 
classic, heralded by many as one of the great 
action games of the era, while the 
coin-up original is now largely 
forgotten. Similar efforts 
like 8-bit Strider and 
Mighty Final Fight 
weren't quite as 
amazing, but are 
still worth a look 


AWARDS 


THE NINTENDO FORCE 
2016 GAME OF THE YEAR AWARDS 
NOMINATIONS NOW OPEN! 


As another calendar year is coming to a close, it's time once again to look back across the last 12 months and select 
the best of the best. This year, the awards take on a special significance for the Wii U in particular, as while a few 
more titles will release for that current home console throughout 2017, the focus will fully shift to the new Nintendo 
Switch very early on in the year. So think about which 2016 releases you think are most deserving of being awarded 
the Nintendo Force's coveted Golden Mushroom, and keep your eyes on our social media pages for each different 
category's call for nominees! We'll assemble the options from your suggestions, follow up with a round of voting and 
then present the winners in our next issue. 
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It's the next generation of Pokédexes, but it's 
only complete once Rotom has gone into this 
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| Totem Gumshoos's aura flared to life! 
| ۱۱5 Defense rose! 
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want to shop. 
Will you recommend a good place to shop? 
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NOVEMBER/DECEMBER 2016 
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